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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO HARDWARE 
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


A WARNING - Seizures 


• Some people (about 1 in 4000) may have seizures or blackouts triggered by 
light flashes or patterns, such as while watching TV or playing video games, 
even if they have never had a seizure before. 

• Anyone who has had a seizure, loss of awareness, or other symptom linked 
to an epileptic condition should consult a doctor before playing a video game. 

• Parents should watch when their children play video games. Stop playing 
and consult a doctor if you or your child have any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 

To reduce the likelihood of a seizure when playing video games: 

1. Sit or stand as far from the screen as possible. 

2. Play video games on the smallest available television screen. 

3. Do not play if you are tired or need sleep. 

4. Play in a well-lit room. 

5. Take a 10 to 15 minute break every hour. 


A WARNING - Repetitive Motion Injuries and Eyestrain 

Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 

• Avoid excessive play. It is recommended that parents monitor their children for 
appropriate play. 

• Take a 10 to 15 minute break every hour, even if you don't think you need it. 

• If your hands, wrists, arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 

• If you continue to have sore hands, wrists, arms or eyes during or after play, stop 
playing and see a doctor. 


AWARNING - Electric Shock 

To avoid electric shock when you use this system: 

• Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

• Use only the AC adapter that comes with your system. 

• Do not use the AC adapter if it has damaged, split or broken cords or wires. 

• Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

• Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


ACAUTION - Motion Sickness 

Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


ACAUTION - Laser Device 


The Nintendo GameCube is a Class I laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 

Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 

If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 

To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 
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CONTROLS 

Basic Controls 

Crouching 

To crouch, press and hold the A Button. 

Ollie (or Jump) 

To ollie, press and release the A Button. An ollie can also be performed at the top of a 
ramp to increase height and/or distance (depending on the type of ramp). 

Grab Tricks 

To perform a grab trick, you must first be in the air. Once in the air, press the X Button 
in combination with a direction on the +Control Pad. Each direction on the -^Control Pad 
performs a different grab trick. The longer you hold the X Button down during a grab 
trick, the longer you'll "tweak" the trick. The score for the trick increases over the length 
of the grab. 

Flip Tricks 

To perform o flip trick, you must first be in the air. Once in the air, press the B Button in 
combination with a direction on the -(-Control Pad. Each direction on the +Control Pad 
performs a different flip trick. 

Grind Tricks 

To perform a grind trick, you must be near a rail or a grindable surface (like a ledge). First 
ollie (press and release the A Button), then press the Y Button when near the roil or ledge 
to perform a grind trick. 

• 50-50— When parallel to a rail, press and hold the Y Button. 

• Nosegrind — Press ^ on the +Control Pad and the Y Button. 

• 5-0— Press 4> on the -(-Control Pad and the Y Button. 

• Boardslide/Lipslide — Rotate the board perpendicular to a rail and press the Y Button 

• Noseslide/Tailslide— Press 4- or on the -(-Control Pad and the Y Button. Rotate 
the part of your board you want to slide on into the rail. 

• Smith/Feeble — Press the l£ or directional button and the Y Button. 

• Crooked/Overcrook —Press R or 71 on the +Control Pad and the Y Button. 

Lip Tricks 

To perform a lip trick, skate straight up a ramp and press the Y Button with a direction on 
the +Control Pad at the lip (or top edge) of the ramp. Press 4- and on the +(ontrol Pad 
to balance. 

Manuals 

To perform a manual, quickly press ^ then ^ on the ^Control Pad. You can also nose 
manual by quickly pressing the 4* then ^ on the -(-Control Pad. Press ^ and 4* on 
the -(-Control Pad during a manual to balance. 


Reverts 

To revert when landing back onto a ramp, press the R Button when you hit the ramp surface 
coming out of an aerial maneuver. 

No Comply 

To perform a no comply, quickly tap on the +Control Pad just before tapping or 
releasing the A Button. 

Boneless 

To perform a boneless, quickly tap ^^ on the -(-Control Pad and press the A Button. 

The boneless allows you to ollie higher and farther than a regular ollie. To do a boned ollie, 
press and release the A button, then press and hold the A button while in the air. 

Advanced Controls 

Focus Mode 

When your special meter is filled, push the C Stick left twice to go into slow-mo focus 
control. Now you can view every trick and land it clean. Just keep your special meter up 
and your combo going to stay in Focus mode. Focus mode is limited in two ways: 

• You can only use it for 15 seconds at a time (maximum). 

• You may not execute Focus mode in the same combo more than three times. 

Pressure Flips 

Tap 4>, 4* on the C Stick to move your feet into pressure flip position. Press the A Button 
to ollie and the B Button plus either 4v 4- or on the +Control Pad to execute a 
pressure flip. 

Nollie 

Tap ^ on the C Stick to get into nollie position. Nollie flip tricks follow from nollie 
stance. You can also toggle between regular, pressure and nollie positions by pressing 
^ or 4 , 4 on the C Stick while grinding or in a manual. 

Switch Stance 

You'll score more points when performing tricks in switch stance, which is the opposite of the 
skater's normal stance. To get into switch stance, press the R Button. Your stats will be 
decreased when switched unless your Switch stat is maxed at 10. 

Wallrides 

To perform a wallride, approach a wall at a 45° angle and ollie into the wall while holding 
the Y Button. Press the A Button to wallie. Press on the ^Control Pad and the A Button 
to wallieplant. 

Wallplant/Sticker Slap 

To wallplant, jump straight into a wall and press 4 on the -(-Control Pad and the A Button 
to plant your foot on the wall and kick off in the opposite direction. To sticker slop, jump 
straight into a wall and press the A Button. To do a vert wallplant, launch off a quarterpipe 
and press on the -(-Control Pad and the A Button on the way up. 
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Wallpush 

Skate or manual straight into a wall and hold the Y Button to push off the wall. 

Spine Transfers 

To transfer over a spine (two quarterpipe ramps placed back-to-back), press the R Button 
when launching off one side of the spine. 

Skitching 

To skitch (get pulled behind a vehicle), press 't' on the -(-Control Pad when directly behind 
a vehicle. 

Flatland Tricks 

All flatland tricks stem from the manual. Once in a manual, tapping twice on the X Button, 

Y Button, B Button or any combination of those buttons produces a variety of flatland tricks. 
You must balance during a string of flatland combos using ^ and ^ on the -(-Control Pad. 

Double-Tap Flips and Grabs 

Press or + on the +Control Pad and double-tap the B or X Button twice to 

bust a double or more advanced version of the base (single-tap) trick. These tricks score 
more points than base tricks. 

Flips/Rolls 

When performing a flip or grab trick, you can customize your move in mid-air by using 
the +Control Pad. While holding the X or B Button in the air, double-tap ^ on the -(-Control 
Pad to do a backflip, double-tap on the -(-Control Pad to do a front flip and double-tap 
^ or ^ on the -(-Control Pad to do a frontside or backside roll (depending on which way 
your body is facing). 

Powerslide 

Press on the +Control Pad then tap the R Button to do a quick 180° 

Acid Drops/Bank Drops 

Press the R Button while jumping over a quarterpipe ramp or slanted ramp to acid drop or 
bank drop. You can do this while skating or walking. (See the Walking section below.) 

Tantrums 

When you bail, a meter comes up showing your level of frustration. Try to fill up the meter 
by quickly tapping the Y Button. If you throw a tantrum, you'll earn a small Freak Out bonus 
score you can use to start your next combo. 

Bert Slide 

To perform the Bert slide, press the L Button and or on the -(-Control Pad. This trick 
can be modified by pressing the right trigger while in the Bert slide animation. 

Natas Spins 

To perform a Natas Spin, jump onto a pole or fire hydrant, and land on it while pressing the 
R or L Button and the Y Button. 

Grind/Lip/Stall/Natas Branching 

In the middle of a grind or lip trick, tap twice on the X, Y or B Button or any combination 
to change your trick. 
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Off-Board Controls 

Walking 

To switch from skating to walking, press the Z Button. While in Walk mode, use the 
^Control Pad to control your skater. Holding down a direction on the -(-Control Pad for 
an extended period of time makes the skater run instead of walk. 

Climbing/Hanging 

Jump (using the A Button) near a wall or hanging wire and the R Button to grab the ledge. 
While hanging, press the and on the -(-Control Pad to move your position and press 
^ on the -(-Control Pad to climb up onto the ledge surface. 

Wall Run 

While facing a wall, press ^ on the -(-Control Pad toward the wall, then press the R Button. 

Wall Flip 

Perform the Wall Run command, and press ^ on the -(-Control Pad and then press the A 
Button while running up a wall. 

Tagging 

Walk over to a wall and lay down a tag by pressing the Y Button while you're facing a 
flat surface. You can also tag the ground by pressing the Y Button while away from a wall 
surface. Learn how to customize your tag by using the Create-A-Graphic feature (see 
page 13). 

Front and Back Tuck 

Run and then release the A button and then press the A button in the air to 
front tuck. For the back tuck, use the same controls while standing. 

BMX Controls 

Biking 

To switch from skating (or walking) to riding a bike, press the X Button when next to an 
available bike. To switch from the bike back to skating, press the Z Button at the same time. 
You must be standing still for this to work. 

Control and Balancing 

The Control Stick controls the rider's weight, steers the bike and balances the rider while 
in any wheelie or grind trick. 

Pedaling 

Press and hold the A Button to pedal and gain speed on the bike. 

Braking (Front and Rear) 

The BMX has two different brakes, front brakes and rear brakes. To use the front brakes, 
press the L Button. Pressing the L Button while holding the A Button will perform the Endo 
trick which is a stationary nose manual. To use the rear brakes, press the R Button. This 
helps the BMX to stop. When pressing the L and R Buttons (front and rear brakes), your 
BMX stops much faster than when using only one. 
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Bunny Hop 

Press and release the A Button to perform a bunny hop (or small jump) while on the ground or at 
the top of a ramp. 

Bike Tricks 

• Table Top —Press the B Button while in the air. This helps you clear higher obstacles. 

• Grind— Bunny hop then land on the rail or ledge while holding the Y Button. 

• Fast Flip— Press and hold the L Button while in the air. Using this trick while rotating gives 
your BMX extra speed and allows you to perform more rotations in the air, faster. 

• X-Up— Press the X Button while in the air. You can hold an X-Up into a grind 

• Acid Drop— Press the R Button when riding out over a halfpipe, quarterpipe or bank. 

• Bike Whip Tricks— To perform a whip trick, push the C Stick ^<r or 
Each direction that's pushed on the analog stick performs a different whip trick. 

• Stalls— To perform a stall, you must be near a rail or other grindable surface. First bunny 
hop, then press the R and Y Buttons at the same time to stall. 

• Tire Taps— To perform tire taps, ride up a ramp and hold the R Button plus 4* on the Control 
Stick to perform a tire tap, or the R Button plus ^ on the Control Stick to perform a nose pick. 
Press the Control Stick and ^ to maintain balance. 

• Riding Backwards— When coming down a ramp and landing fakie (facing backwards down 
the ramp), you'll have the ability to continue your combo by riding backwards. Press the 
Control Stick left and right to maintain balance. Move the balance meter all the way to the 
right or left to do a 180° and ride normally. 

• Wall Plant/Tail Tap —To perform a wall plant, jump straight into a wall and press the A 
Button. To tail tap, jump into a wall while riding backwards and press the A Button. 

• Wallrides —Wallrides are performed the same way as when on a skateboard: 
approach a wall at a 45° angle and bunny hop into the wall while holding the Y Button. 

Press the A Button while wall riding to wallie hop. Wallrides can also be performed while 
riding backwards. 

• Spine Transfers— To transfer over a spine, press the R Button when launching off one side 
of the spine. 

• Other Tricks— Once in a wheelie or endo, tapping the X Button or any direction on the 
C Stick produces a variety of tricks. While in a wheelie or endo, the Z Button can be used 
to pivot. 

Special Meter & Special Tricks 

As you score points in Tony Hawk's American Wasteland, your Special Meter (the meter in the top 
left corner of the screen in game) fills up. When the meter is glowing and pulsing in color, you can 
perform special tricks that you normally cannot. The Special Meter increases as you perform 
tricks, so you'll be able to bust some special tricks in the middle of your first combo. By default, 
you start with four special tricks. You can earn extra special trick slots by completing special tasks 
in Story mode. Special tricks are performed using multiple direction presses on the +Control Pad 
with the corresponding face button. Try playing through Story mode to earn more special tricks! 


Camera Control 

You can use the C Stick to move the camera and check out what's around you when you're 
skating. If you want to switch between different camera positions, you can toggle the camera 
angle option found within Game Options (see page 18 for more information). Toggle through 
the camera angle options to return to the default camera position. 

Edit Tricks 

While you're skating in the game, you can always edit your tricks. To change a 
trick assignment: 

• Select the trick category you want to edit: grab tricks, flip tricks, lip tricks or 
special tricks. 

• Select the trick you want to assign to a trick slot. 

• Select the button combination you want to assign to that trick. 

• Swap tricks until you find a perfect trick setup for you. 



Story Mode 

Missions 

You are presented with story-specific missions throughout Story mode. To progress through 
the game and see all the city and skate spots, you need to complete these missions. Missions 
are presented to you by various characters located in and around the city. A character that's 
ready to give you a mission has a pink dialogue bubble over their head, indicating you can 
talk to them and receive your next mission. If you wish to start a mission, skate or walk up 
next to the character and press the X Button. 

Shops (Create-A-Skater) 

Throughout the city of Los Angeles are various shops where you can purchase clothing, skate 
decks and tattoos and customize your skater in-game as you would normally using the 
Create-A-Skater mode. To enter a store, make sure you're off your skateboard. 

Cash Goals (Earn Cash) 

To earn cash to buy items in the various shops, you must first complete some cash goals 
located throughout the city. These goals can be found by locating characters with cash 
symbols (the dollar sign) floating above their heads. To start a cash goal, get close to the 
character and press the X Button. These goals are persistent, meaning they're always 
available for you to locate and complete. 

Sponsor Challenges (Earn Stats) 

To increase your skating abilities, you must earn stat points. Stat points are awarded in the 
story through Sponsor Challenges. These challenges can be found at the skate shops located 
throughout the city. Walk up to a skate shop, and from the outside of the shop press the 
X Button to see the current Sponsor Challenges. If you choose to accept these challenges, 
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you'll need to complete them within one day (gome time) of accepting them. Once you have 
completed a challenge, you'll be awarded stat points to increase your abilities. 

Tagging Spots (Create-A-Graphic) 

There are graffiti artists located throughout the city who can help you with your tagging skills. 
To locate one of these artists, look for the characters with the spray paint can floating above 
their heads. Walk up to the character and press the X Button to talk. You'll then be able to 
customize your tag in-game as you would normally through the Create-A-Graphic editor. 

Inspiration Spots (Create-A-Trick) 

If you feel like being creative and inventing your own skate tricks, find an inspiration spot 
located throughout the city that allows you to use the trick editor in-game as you normally 
would through Create-A-Trick. Find an inspiration spot and press the X Button to start the 
trick editor. 

Compass and Maps 

On the top of the in-game screen is a compass, which helps you locate all the various things 
to do in Story mode throughout the city. The compass shows you where the following items 
are located: available missions, shops, cash goals, tagging spots, inspiration spots, bicycle 
placement and directional arrows for moving from one area of the city to the next. There are 
also maps of each area located on the Pause menu, so if you need to look at an entire area 
at a glance, use the map. 

City Buses 

There are buses located throughout the city you can use to transport yourself back to areas 
you've already been to. This allows quicker movement from one side of the city to the other. 

View Missions 

At any time during the story, you can visit the Pause menu and select View Missions. The View 
Missions screens show you which missions are available to you, and which Sponsor Challenges 
are currently active for you to complete. Get more information about a mission by selecting 
the mission with the A Button and viewing the details of that mission. 

Text Messages 

Occasionally throughout your journey, you'll receive a text message. These messages can 
also be found in the Pause menu under Text Messages. These messages provide further 
information about the story and your mission objectives. 

Classic Mode 

What's Classic? 

Classic mode is the traditional way players learned to play the Tony Hawk's Pro Skater 
games. There's a two-minute timer and a list of ten goals, including: High Score, Pro Score, 
Sick Score, Skate Letters, Combo Letters, Secret Tape and more! Skate through memory lane 
as we bring back levels from previous classic games! 
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Co-Op Classic Mode 

New to American Wasteland\ Co-Op Classic mode allows you to grab a friend and play two 
players simultaneously throughout the entire Classic mode progression. 

Note: To select Co-Op Classic mode, two controllers must be plugged into the 
Nintendo GameCube 7 

High Score/Free Skate 

Choose a level or city area and practice your skating skills. If you're up to the challenge, 
start a high score run and try to score your best within two minutes. You can set high scores 
and new records in this mode. To earn access to all the areas and levels in the game, you 
must play through Story and Classic modes first. 

2-Player 

When you and a friend are ready to go head-to-head, this mode offers up many different 
2-player games. Please see Multiplayer Games below for further explanation of the 
available games. 

Note: To select 2-Player mode from the Main Menu, Nintendo GameCube ''Controllers must 
be plugged into the Nintendo GameCube 

Create-A-Mode 

If you want to customize the game, these are the modes for you! You can customize your 
skater, make your own skate parks, edit your graffiti tags and create your own tricks. 

Please see the Create-A-Mode individual sections (starting on page 12) for more details on 
customizing your game. 

MULTIPLAYER GAMES 

2-Player 

To play in 2-Player mode, you will need to connect two Controllers and then you can play 
against a friend in split-screen action. 

The Games 

Trick Attack 

The player with the highest score at the end of the time limit wins! You can specify the 
amount of time. 

Graffiti 

The player with the most "tagged" objects wins! Obstacles are tagged with your player color 
by tricking off them. A trick with a higher score will tag an object and steal it from the 
previous player. Try to steal your friend's tags by pulling higher scores and bigger combos 
off the same object. 
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Score Challenge 

Similar to Trick Attack, except the match ends when the first skater reaches the target score. 
The score can be set as points or tags. 

Combo Mambo 

The player who busts the biggest single combo during the time limit wins! Make your 
combos count, because your highest scoring combo will be your score for the match. Combo 
Mambo can be played with either points or tags. 

Slap! 

The player who slaps the most wins! When two skaters collide, the faster player remains 
standing. So bust some tricks to fill your Special Meter, then start slapping the other 
skaters around! 

Pot O' Gold 

New to Tony Hawk's American Wasteland ! The player that holds the Pot O' Gold can score 
while it's in his or her possession. Other players will try to grab the gold away by smacking 
the player (going faster in a collision). Once one player has scored enough points with the 
Pot O' Gold, that player wins the match! 

King of the Hill 

There's a crown out there somewhere, and the first player to find it becomes King. While 
you're King, you'll have the crown above your head and your time will start to rise. To keep 
things fair, you'll skate slower while wearing the crown. Slap the King around to steal the 
crown. The first player to hold the crown for the preset time limit wins! 

Scavenger Hunt 

Each player places five coins throughout the level. Be the first one to pick up all the coins, 
including your own five, or be the one to pick up the most coins before the time limit runs 
out, and you win! 

Fire Fight 

Suspend disbelief for a moment.. .You can shoot fireballs from the bottom of your 
skateboard! The higher your combo, the bigger your fireballs become. Your objective is to 
knock out the other players. Shoot fireballs with ^ or ^ on the +(ontrol Pad and the B 
Button. Keep tapping the B Button for double, triple and even quadruple fireballs! The skill 
level determines how high of a combo score it takes to launch a massive fireball. 

CREATE-A-MODE 

Create-A-Skater 

Note: Activision Customer Support cannot troubleshoot user-made skaters. 

A Note on the Story Skater 

In Tony Hawk's American Wasteland[ the Story skater you customize cannot be used in 
any other mode of play, and the same goes for a skater created outside of Story mode— 
it cannot be used in the Story. All customization of your Story skater should be done inside 


Story mode (within the shops located throughout the city of Los Angeles), and all 
customization of a skater for Classic mode, 2-Player or High-Score should be done within the 
(reate-A-Skater option from the Main Menu. Story mode Create-A-Skater shops are broken 
into sections of customization, (e.g., hair options in the Barbershop, clothing options in the 
Clothing Shop). 

Creating Your Skater 

You can create nearly any kind unique look for your skater. From the Main Menu, select 
Create-A-Mode and then Create-A-Skater. You can choose to create a new skater or edit 
your current skater. You can also load a previously saved skater, or save the skater you 
just created. 

Note: Some items or customization options are not compatible with other options. 

Piece Categories 

The available piece categories when creating a new skater or editing your current 
skater are: 

Information, Head Options, Torso Options, Leg Options, Tattoo Options, 
Scale Options, Deck Options, Sticker Options and Pad Options 

Available Pieces 

At the start of the game, some pieces will be unavailable to you until you've purchased the 
item from within Story mode. To unlock more pieces to customize your skater with, you'll 
need to play through Story mode and purchase these items. 

Create-A-Graphic 

Use this new tool to layer and combine all kinds of different graphic elements, shapes and 
text to create your own personal logo. Then, use that graphic as your graffiti tag, deck 
graphic or even a logo for your skater clothing. 

Note: Create-A-Grapbic is only accessible offline. 

Graphic Editor Options 

From the Main Menu, select Create-A-Mode and then Create-A-Graphic. You can choose 
to create a brand new graphic, edit the current graphic, load a previous graphic or save your 
graphic. You can also select from a list of premade graphics you can use or customize and 
make your own. Once you've entered the editor, there are ten layers to choose from. Pick a 
layer and then choose Select Graphic to choose from a wide variety of graphics, 
illustrations, logo shapes, backgrounds, odd shapes, sponsor logos or even enter your own 
text! Once you've chosen a graphic element for that layer, press the Y Button to go back to 
the Graphics Editor and see how it looks on your canvas. Then you can: 

• Modify Graphic/Text— This allows you to go back and pick a new graphic 
for that layer. 

• Erase Layer— Wipe that layer clean and start over. 

• Transform Layer— You can rotate, scale and move the graphic on that layer. 

• Flip Horizontally— Flip the layer left to right to see its mirror image. 

• Flip Vertically —Flip the layer top to bottom to see its mirror image. 












• Swap Backwards— Move the selected layer behind the other layers. 

• Swap Forwards— Move the selected layer in front of each of the other layers. 

• Copy to Open Layer— Create a new layer with a copy of the current layer. 

• Color Palette— Choose a color from one of the 16 boxes to change the color of the 
graphic element on that layer. Also, use the Hue, Saturation, Value and Fade sliders 
below to customize your color selection. 

When you're satisfied with each layer, press the Y Button to return to the list of layers on 
the left side. Use up to ten layers to create your graphic. When you're satisfied with your 
graphic, select Done at the bottom of the layer list to return to the Create-A-Graphic menu. 
Now you can select your graphic and use it in the game! 

Create-A-Park 

Tony Hawk's American Wasteland features one of the most advanced level editors created, 
allowing you to design your own level to skate in! 

Note: Create-A-Graphic is only accessible offline. 

Note: Activision Customer Support cannot troubleshoot user-made editor parks. 

Basic Controls 

The currently selected piece acts as your "cursor" as you use the Control Stick to move the 
piece around your park. The X and Y Buttons rotate the piece and the A Button places it 
down. The B Button erases any pieces intersecting with the current piece. 

Changing Pieces 

Use the +Control Pad to select pieces. and ^ on the +Control Pad allow you to scroll 
through the different categories of pieces to choose from. The current category is shown in 
the upper left-hand corner of the screen. Once you've selected a category, 4r and on 
the +Control Pad scroll through the pieces available in that category. The name of the 
selected piece is listed above the piece. 

Raising and Lowering Ground 

Use the L and R Buttons to raise and lower the ground beneath the currently selected piece. 
To raise or lower large areas, choose a large piece, then press the L or R Button to raise and 
lower large sections of your park at once. 

The Clipboard 

You can select a portion of your park or another park and copy and paste it with the Area 
Selection tool. Use the +Control Pad to select the Tools category and find the Area Selection 
cursor. Place the cursor at the desired area. Press the A Button to start the selection, use the 
Control Stick to make your selection (shaded in red) and then press the A Button to 
complete your selection. The selection menu will appear: 

• Continue —Return to the Editor. 

• Copy— Make a copy of the selected area to be stored in the Clipboard category for 
later use. 

Note: If your park is low on memory you may not be allowed to copy large sections. 


• Cut— Remove the selected area and store it in the Clipboard for use in a different area. 

• Delete Pieces —Clear the selected area. 

After making a selection and using the Copy or Cut function, use the +Control Pad to select 
the Clipboard category. Scroll using the ^ or + on the +Control Pad to view all your 
saved selections. You can then move the saved item around the park and use the A Button 
to place it. 

The Gap Tool 

When a difficult jump or maneuver is done over a gap, extra points are earned. Tricking 
across gaps is the key to getting big scores. Gaps always link two objects together. In the 
Editor, use the Gap Tool to select the first piece involved in the gap. Then select the second 
piece to complete the gap. Each piece of the gap will now have a "gap poly" attached to it. 
The gap poly looks like a gray, wireframe "wall" attached to the piece. To achieve a gap in 
the game, the player must jump through one gap poly and pass through the other side of 
the gap poly before landing. Put the Gap Tool over a piece with a gap attached to it to 
modify that piece's gap poly. The X Button rotates the gap poly to a different side of the 
piece. The L and R Buttons and and ^ on the +Control Pad modify the dimensions of 
the currently selected gap. Press the A Button to access that gap's Gap menu. 

Note: You can always get back to the Gap menu by placing the Gap Tool over a piece shaded 
blue and pressing the A Button. 

The Rail Tool 

The freeform rail tool allows you to make complex layouts that go up and over any piece 
in your park. The Rail Tool allows you to "draw" rails any way you like. When you first 
highlight the Rail Tool, you'll be in Free Movement mode. Use the Control Stick to move the 
cursor around your park. Use the L and R Buttons to raise and lower the cursor. The C Stick 
controls the camera. Pressing the Y Button will "snap" the rail cursor to the nearest existing 
rail or to the nearest point on an object. Press the A Button to put down a post and start 
making a rail. As you move the cursor around, you'll see a rail link connecting your initial 
point to the cursor. Keep pressing the A Button to put down rail links. Press the Y Button 
when you're finished with a rail and the cursor will return to free movement. 

The rail tool can also be used to edit existing rails. Move the cursor over a rail or rail link 
until it starts blinking. Press the B Button to delete the blinking sections. Press the X Button 
to "grab" the nearest rail point. Once grabbed, the rail point can be raised or lowered and 
dragged in any direction. Press the A Button to place a rail in the new position and return to 
free movement. 

Note: You can only grind around corners that are 45°or less. As you make rails, links that 
cannot be continuously skated will appear as red. A green link indicates the rail transition 
will work. 

Create-A-Park Menu 

While building a park, press START to access the Park Editor Menu. 

• Continue— Continue where you left off in the Editor. 

• Test Play — Land in your created park to test your construction. 




• Switch Theme— There are various themes to choose from and the theme can be 
changed at any time. Switch Theme will not erase or affect the layout of the park. 

• Resize Park —Adjust the size of your park. You can manipulate each side of the 
park independently. 

• Nuke Park —This will clear the park so that you can start over. 

• Save Park— Save your park. The name you save under will become the name of 
your park. 

• Load Park —Load a previously saved created park. 

• Load Pre-Made Park —Load a pre-built park included with Tony Hawk's American 
Wasteland. You can learn a lot about park layout by looking at the included parks, and 
you can erase, rebuild and save them as your own! 

• Quit— Takes you back to the Main Menu. Be sure to save your latest changes, otherwise 
they'll be lost once you exit the Editor. 

Restart Points 

The following is a list of restart points that are required in the created parks: 

• Player 1 Start— The green object marked "IP" marks the starting point for player 1. 
Only one start point per player can be placed in a level. 

• Player 2 Start— The red object marked "2P" marks the starting point for 
player 2. 

• H.O.R.S.E. Start— These mark the starting positions in a H.O.R.S.E. game 
(2-player). The player 1 start point also doubles as a H.O.R.S.E. start point. Only six 
H.O.R.S.E. start points can be placed in a park. 

• Crown Start— This piece is used to mark where the crown will appear in King of the 
Hill games. You can place one crown in your park. The crown is also used for spawn points 
in Pot 0' Gold games. 

The Memory Meter 

As you add pieces to your park, the memory meter at the bottom of the screen fills up. 

When the entire meter is red, you can't add anything more to your park. 

Note: Decreasing/increasing the Max Players allowed in the park gives you more or less 
memory to work with. 

Create-A-Trick 

Combine skate animations to make your own custom tricks! Select Create-A-Trick from 
the Main Menu to start making a trick. If this is your first time, choose Create New Trick 
to enter the trick lab. Or, choose from a variety of pre-made tricks to see how they 
were created. 

The Trick Interface 

When you first enter the Create-A-Trick editor, you'll be presented with the main "timeline 
interface." In the upper right, you'll see your skater, and across the bottom, a timeline of the 
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current trick. Build up your own trick by adding components to the timeline. As you edit, the 
skater in the upper left will perform your trick over and over. The trick starts on the 
timeline at the far left (0 seconds) and continues through to the end of the last component 
you've placed. 

Start by pressing the A Button to add a new trick, animation, body rotation or sound to the 
timeline. From within each component, you can define the type of animation you'd like to 
perform, the duration of the animation and other trick-specific details. When navigating the 
timeline, use the 4- and on the +Control Pad to move each specific component to a 
different portion of the timeline. By layering different animations and rotations, you can 
start to build up complex tricks. Highlight a component you've placed on the timeline and 
press the A Button to modify options associated with that component. 

Some of the options you may see: 

• Duration — How long this trick component will last, in seconds. 

• St art/Stop — For a trick with an animation, you can use these parameters to effectively 
"chop off" the first or last part of the animation. For example, if you want to put a kickflip 
in your trick that only flips halfway, set the Start to 0% (the natural beginning of the trick) 
and the Stop to 50% (halfway through the kickflip). By using only parts of existing tricks, 
you can make entirely new tricks. 

• Hold Time (grabs only)— You can force a grab trick to hold itself for this amount 
of time. 

• Holdable (grabs only) —Change this to Yes if you want the player to hold or "tweak" 
this grab by holding either the X or B Button during the trick. You are limited to one 
holdable grab per created trick. 

• Backwards (some tricks only)— Set this to On if you want the trick animation to 
play backward instead of forward. 

• Points— The length and complexity of your created trick determines the trick score. 

• Rotation — Use the Z Button to toggle player-controlled rotation On or Off for the 
duration of the trick. Turning rotation Off means the player cannot spin this trick when in 
the air, but the score for the trick will be increased to compensate. When you're finished 
adding and modifying components and you want to test the trick, press the A Button to 
return to the Create-A-Trick menu. 

• Back to Editor — Head back to the timeline to change your created trick. 

• Preview Trick —Try your new trick in a level to see how it performs. The trick will 
be temporarily assigned to 4- on the -i-Control Pad plus the B Button to make 
testing easy. 

• Name Trick — Name the trick whatever you like. 

• Save Trick —Save the trick to a Nintendo GameCube” Memory Card. 
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• Done— Return to the current game mode. You'll be asked if you wont to keep your 
created trick when you exit. At any one time, you can keep up to ten created tricks 
active. All ten tricks will be saved with your skater if you save to a Nintendo GameCube 
Memory Card. Additional tricks can also be saved individually to Nintendo GameCube 
Memory Cards. See Save Trick above for more info. 

Note: After you make a trick and decide to keep it, you'll need to permanently assign your 
trick to your skater in the Edit Tricks Menu. Just select the key combo you want to assign to 
the trick and when you see the list of tricks, scroll all the way to the bottom to see your 
created tricks. 


game OPTIONS 


Save Game/Load Game 

To save a game, you'll need at least 13 blocks available on your Nintendo GameCube 
Memory Card. To check your free memory and/or delete existing games, use the Nintendo 
GameCube Memory Card screen. To load a previously saved game, select Load Game from 
the Options Menu. 

The Story/Skater data requires 13 blocks. This file contains both your skater and any 
progress through Story mode as well as any unlockables you may have earned. 

The Park data requires 6 blocks. The park file contains the layout of the park you created. 

The Tricks data requires 6 blocks and contains a single trick that can be traded with friends 
or uploaded to the online trick vault. 

The Graphic data requires 6 blocks depending on the complexity of your image. 

Other Options 

• Game Settings: Controller settings, sound options (The SIRIUS Satellite Radio Music 
Hub with Tony Hawk's Demolition Radio —Pick the songs just like Tony does on Tony 
Hawk's Demolition Radio show on Sirius Satellite Radio), screen modes and display 
settings, taunt options, cutscene subtitles, camera angles and blood. 

• Game Progress: How much you have completed of the game. 

• High Scores: View the highest scores in the game on this screen. Toggle left and right 
to see all the levels. Each level has five best high scores and five best combos, as well as 
longest grind, longest manual, longest lip and longest combo for each level. 

• Cheat Codes: Enter secret codes from magazines and online fan sites. Go ahead and 
cheat.. .we gave you the option! 

• Movies: View all game movies. Some movies need to be unlocked by playing through 
Story mode. 
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Dove Tongued Aggressor 

Performed by Spirit Caravan 
Written by Gary ham. Dave 
Shutnon 

and R. Scott Wemrith 
Token from the release ol 
lhtlosi fmhrore 
<OM03 MrteccGty 
Courtesy ol Meteor City 

Filthy/Gorgeous 

Per formed by Scissor Sisters 
Written by Scott HoHman, Ano 
lynch, Jason SeRardt. Courtesy ol 
Artifkid Music Published by 
ArtiUid Music 
©2003 Polydor ltd (UK) 

Watcb it Fafl 

Performed by The God Awiuls 
Written by Kevin dt franco 
Courtesy of Xung Fu Records Inc 

Put Your Quarter Up 

Performed by Molemen 
featuring Slug horn Atmosphere 
Aesop Rock ond Mf Doom 
Produced by PUS for Molemen 
Inc. Courtesy ol Molemen 
Pufafohed by Sugaroo. Lord Dihoo 
MusklASCAPI 

Dcvilution 

Performed by High on Rrt 
Written by Desmond Kernel. 
Matthew Pike Courtesy ol 
Relapse Records High On fire 
Music (ASCAPI/Rdapse Release 
Pubkshmg(ASCAP) AN rights for 
North 

ond South America controled 
and administered by 
Rykomusk. ltd (ASCAP) 

Al rights lor the rest of the World 
controled ond odmmniMod by 
Rykomusk Ud (PRS) 
Courtesy of Relapse 

Iron Tusk 

Performed by Mastodon 
Written by Troy Solders, Breni 
Hinds. Bill Koiliher, barns Dador 
Courtesy or Relapse Records 
Relapse Release Pubtshing 
(ASCAP) 

Al rights far North and South 
Ametiro controled and 
admmntered by Rykomuwc. Inc 
(ASCAP) Al rights hr the rest of 
the World controlled and 
administered by Rykomusk, Ltd 

(PIS) 

Gravedoncer 

Performed by Pig Destroyer 
Written by J Scott Hud. 

Inns Harvey, IR Hayes 
Courtesy ol Relapse Records 
Release Reiopse Pubfchmg (BMI) 
Al rights far North and 
South Ametko controlled and 
admkkstered by Pubro (BMI) 
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Al rights for N» rest oltho 
world controled nnd 
odmmhttred by 
lyfumusk, Ud (PRS). 

Calif or nia Uber Afles 

Performed by DoadKennedys 
Written by Irafra. Greermay 
and Deod Kennedys 
from ‘Give Me Convenience a 
Give Me Deolh' 
Courtesy of Decoy Musk 

Pooce Frog 

Porfocmod by Iha Doors 
Written by John Demmore. 
Robert Xnegar. Raymond 
Mania eh. hm Morrison 
Courtesy ol (leklra 
interlanmonl Group by 
arrangement with Warner Mush 
Group Video Game licensing 
Nbinhod by Doors Musk Co. 

little Girl 

Preformed by Death from 
Above 19/9 Written by 
UaslKM Granger Jesse Keeler 
(eurteiy ol Lost Gang Records 
Im leclwwvudy Icensed for the 
United Slates to Vke Recordings 
ly arrangement with 
Warner Muse Group 
Video Gome Ionising 
MOW last Grmg Records Inc 
txriuwely loomed foe the 
Untied Stales to Vke Recordings 
Pubbshod by Vka. © 


Block Metal 

Performed by Venom Written 
by forty bay JeH Dunn. Conrad 
I ant Courtesy of Sanrtuary 
breeds Group Pubbshod by 

Musk In, IMI 
Al rights tosavod © 

Sniper Picnic 
Performed by lob Some 
(leetwiag Croatnroond 
Hangar 18) 

Album lelootessen - 
Cat# DJX9S 
Rub Sonic II Smith) 
Skypunps Musk/SESAC, 
(teuton (S Booker) Insemnioc 
Dream fnlortanmenl/IMI, 
Alaska IT lakar) I Know a Lot 
of Good Writerv ASUP 
Weidnbreeze (I MtMulfrn) 
Pcilyc one eplofoid/ASCAP 
Courtesy of Dtfinkivt Jux 
Published by Rob Some. 
Manga 18 


Unconditional 

Performed by The Itovery 
Written by Sam Endkott 
Courtesy ol 

Tho Island Del Jam Musk Group 
under Ikerne horn Universal 
Musk Enterprises Published by 
Umversol Musk Publishing 
Group. © 20W The kiemd Del 
lam Musk Group. 

Borstal Breakout 

PalamalbyShom69 Written 
by David Parsons James 
Pursey Courtesy of Sonrtoory 
Rereads Group rOMoxwuod 
Musk Ikmtod 


Who Do You Waul to Be 

Performed by Oinge Bongo 
Written by Oanny (liman 
Courtesy of Geffen Kneads 
under loense from Universal 
Musk Enterprises Published by 
UttieMoestroMusk. BMI 0 
1983 Geffen Records 

Los Angoies 

Performed by frank Bktric 
Taken bom the ofcum ‘frank 
Block * GAO 30WCD Written 
by Frank Block Courtesy ollhe 
Beggms Group. Published by 
Sprme Songs BMI 
ISRC No GB ATI 93-00016 
©1993 4AD Limited 

Organism 

Composed and performed by 
Tommy Guerrero Taken from 
the tommy Guerrero album 
‘Soul Food Toquono ‘ Courtesy 
of Mo Wax retards through 
Beggars film and IV Musk 
Published by FO Iroques ANA 
Monkey Musk (BMI) ISRC No 
GBCPYOIDOIW 
©2003Mo Wox Labels Ud 

Question the Answer 

Performed by Strike Anywhere 
from the album lo Live In 
Discontent Written by Strike 
Anywhere (five KingsAfSAC) 
Courtesy of Jode tree Published 
by lade bee. 

One Word Extinguisher 

Performed by Prefuse 73. 
Written & produced by Stott 
Herrea licensed courtesy ol 


Exocutrve Produced by 
Peonul Butter Wolf 
Written by Horry Palmer 
®© 2000 Slones Throw 
Records loomed courtesy ol 
Stones Throw Records 
Published by Embassy Musk 
Carp (BMI) 

Jukie Skate Rods 

Performed by 0 P Album, 
(ollerting the Kid. (at #DJK99 
J. Mefaw lor Definitive lux 
AAwsk (SCSAO TSmrdi for 
Million Dollar Buildings (SESAC). 
Courtesy ol Oifiniivt Jux 

Burnt 

Performed by Del Iha funkte 
Homosopum Courtesy of 
Eloktro Entertainment Group By 
arrangement with Warner Musk 
Group Video Game licensing 
® 1991 Elcktro Entertainment 
Group Published by Souk of 
Mischief Musk (BMI) 

What's Up Fotiip 

Pefortned by Fetkp 
Wrriflon by Derrick Stewart 
Courtesy ol Delirious Vinyl, In. 
By orrangomont with Warner 
Musk Group Video 
Game licensing 
©2000 Delicious Vinyl. Inc. 

<T EMI Music Publishing 

We'ie Gonna Fight 

Performed by 7 Seconds 
Courtesy ol BY0 Records 
Published by Bette 
Youth Organization 

Better Homes 


live Wire 

Performed by Motley (rue. 

Written by Ndrlu Sixx 
Courtesy of Universal Musk 
Enterprises under license from 
Universal Musk Enterprises 
©I 999 Masters 2000 Under 
exclusive license to Uidvarsai 
Music Enterprises o division of 
UMG Recordings Im 
Published by Mart Mouniom 
Musk. Srxx Gunner Music. 

LwnmwUeMJ U. K .r , . ,1 

iwimyiano muui. ouniinisicreti 
by Wwner/ChoppeO Music, Inc 

Warlord 

Lae ol the Minotaur 
From the cdbum ‘Carnage 
Written by Steven Rathbone 
Larry Herweg and Dondd 
Borraca. lyrks by 
Steven Rathbone Courtesy of 
Southern Lord Recordings 
Recorded July 2004 at Volume 
Studm/Chkagoby 
Sanford Parker 

30 Day Wonder 

Performed by Good Riddance 
Written by L Pobkh. R Russ 
Courtesy ol fat Wreck Chords 
Published by Wixen 
Muso Publishing 

Astro Zombies 

Performed by 
My Chemical Romance 
Written by Glenn Danzig 
Produced by riotkids 
Engineered by Josh Jakubowskr 
Mmed by Daniel KorneH 
Recorded ond Mixed at Citadel 
Recording Slwto in 


Published by (Ml Virgm Musk. 
Iik 

©2003 Warp Records Umiled 

Duke Kerb Oawler 

Performed by Pest. Taken from 
Ate cdbum ‘Necessary 
Measures' (ZEN 74/CD74). 

Courtesy of Nmjo Tune 
Publshed by Just hu t Music 
© Ncnjo tune 

Search l Destroy 
Performed by Emanuel 
Written by kggy Pop 
James Witnmson Courtesy of 
Columbia Records By 
arrangemetk with Sony 8MG 
Music Entertainment Published 
by Bug Musk. 

Fleur Musk linuted 
SCREEN 6EMS EMI MUSK INC, 
Shod James Musk ond 
James Oslerberg Musk. O 

Couch Slouch 

Perfarmod by 0.R.I (Dirty 
Ronen Imbeciles). Written by 
Kurt Brecht (Musk). 

Pete Cossriy (lyrics). Beer City 
Records. Courtesy of Dirty 
Rotten Published by Bug Musk 
A/C BloodySkulMusk.® 

Champ 

Performed by Breakesira 
Produced by That Kid Named 
Miles far 0m Grown 
Productions Recorded at The 
fill lopango Canyon. (A. 


and Gardens 

Performed by SNFU Courtesy of 
BY0 Records Publshed by 
Better Youth Organization 

I Disappear 

Written and performed by 
the faint from the album 
Wet from Berth 

© 2004 Grommetoutolcontex! 

(SESAC), odmnnlered by 
Universal Musk Publishing Grp 

Hey! Hey! Hey! 

Performed by the liverboat 
Gamblers From the record 
‘Somelhmg to Gow About 1 
RPM 043 Written by Rook* 
Sensation Mike Wicbe. 

I teddy (astro, Mr Ulard. 

Ian MocDougal 
Used with permission by 
Geaheod Records Pubkshedby 
Rookie Sensation Muso 


Burn Hollywood Burn 

Performed by PuMt Enemy 
Written by Keith Baxley 
George(hnlon. Jr. 
Antonio Hordy, Shoo Jockson 
(arkon Rjdenhour, Ezk Sadler 
Courtesy of The Island Dei lam 
Music Group under linnst from 
Universal Musk Enterprises 
Published by Bridgeport Musk 
Inc, Roach Globed Inc., 
Songs ol Universal Inc. 

© I99S The hland 
Def Jam Musk Group. 


lellevile. NJ 
My Qtemkal Romance appears 
courtesy al Reprise Records 
Published by Evdive Musk 
(ASCAP). administered by Reoch 
Global Ini Used by peemission 
AD rights reserved 

Ever Pollen In Love 

Perlormad by Thursday 
Wittitn by Pete Shelley 
Produced. Recorded and Mixed 
by D James Goodwm at the 
Clubhouse Published by 
Upnrvkes Publishing obo 
Incomplete Musk Im (BMI) 

Everyone Is Someone 
la LA. 

Performed by fell da Houser at 
Written by Fake Steingsir. 
fommie Sunshine. Chris Kelly 
ond Danny Blumlenfeld 
©7004ZekaMusk (ASCAP)/ 
Petty Larreny Music (ASCAP)/ 
BlumoliusMusk (IMI)/ 
Bueno Y Mala Musk (ASCAP). 
Recording courtesy ol Emperor 
Horten Rorords/Rykodtsr 
and Rude Photo Inc 
By arrangement with 
Big Sounds International 

Fix Me 

Performed by Rise Against 
Written by Greg Ginn 
Produced and mixed by 
II Stevenson ond 
Jason Uvermore 
Publishing © 1978 Cesslone 
Musk/SST Records 


Get Off My Bade 

Performed by The CasualNos 
Courtesy of 

ScdeOneDummy Records 
Published by The Casualties 

Holiday 

Performed by Green Day 
(lillie Joe Armstrong Frank 
Wright Michoel PrHthord). 
Produced under license from 
Reprise Records by exclusive 
arrangement with Warner Musk 
Group Video Game Ikonsing 
Published by Green Daze Musk 
WB Musk Corp (ASCAP). 
administered by 
Wamer/Chappen Musk lac. 
Used by permissKin. 

Ail rights reserved 

House of Suffering 

Performed by The Bled 
Written by Doctor Know. 
EarIHudvon ond Dory! Jonifor 
Produced by the Bled 
ond (his Cosgrove 
Engineered and Mixed by 
Ovts Cosgrove ol Bhxklodge 
Recording- Eudoro KS 
©lad Brains PuUhiung 

I like Dirt 

Written by Alan flares 
Performed by The Thundertords 



Courtesy of The hiond Def Jam 
Musk Group under Ikerne ham 


Universal Musk Enterprises 
Musk by Thrice 
lyrks by Dustin Karst ue 
Taken from the album 
Artist in the Ambulant 
© 2003 Scepter of Make Musk 

Institutionalized 

Performed by Senses fad. 
Written by Mike Mun 
and Louichc Moyorga 
Produced by 
The logtan of Doom 
Recorded ond Mixed by 
The Legion of Doom 
Published by lug 

Let's Have A War 

Performed by 
From Autumn To Ashes 
Written by Philo Gama 
and let Yng 

Produced, Engineered and 
Mixed by Brum Mcfanan 
Recorded at Salad Days. 
Published by Ioxk tunes (IMI) 
and No Suds luck Musk (IMI) 

Like Eating dess 
(Tony Hawk Mix) 

Performed by Bloc forty 
Courtesy of WHchita Records 
Courtesy ol (Hex Party under 
exdusive Ikonse to Vke Music, 
Inc by arrangement with 
Warner Musk Group 
Video Game Lkeming 
® 200S Bloc Party unda 
exclusive Icatso to 
Vke Musk, Inc 
« EMI Musk PuUhhmg 


Live New Death 

Performed by USSR 
Written by USSR. 
Reroriied cl 
Irian Keegan Studim 

Penalty Box 

Per formed by Bobal Adrenaline 
Written by Pepper lorry. 
Produced by Tormny Sllmao 
Courtesy of lobat Adrenaline 

Rawhide 

Performed by Nauim. 

Rise Above 

Performed by Hath Hog 
Courtesy of SST Records 
Written by Greg Ginn 
©IWICenlone Mime (BMI) 

Seeing Red/ 

So earning At A Wall 

Performed by fbrke. 
Wntten by Ian MacXaye 
and Minor Threat Produced by 
leppei Terarmhi t Thrice 
Erapneeved by leppe Teronrihi 
Recorded at New NoneStudms 
in Orange County, CA 
Published by Minor Tlveal oba 
Oise hard Records. 

Skate Afrikkana 

Performed by Ungh' 
Written by Stevie Ungh! Oread 


Sank Reducer 

Performed by Saves The Doy 
Written lySlhrlalars 
Johnny Ikti, Cheetah Chrome, 
Jeff Magnum. David Thomas. 
Jimmy Zero 

Pioduced by Inc Slenman 
and Saves The Day 
Engineered aid Mixed by 
Eric Stenman 

Recorded at o practice room 
in Oiico, CA. 

© 1978. CIGBs Musk Cap. c/o 
lorry Spm. Inc (ASCAP). Hew 
York, NY and Hue Disque Music 
c/o Warner Chappell Musk 
(ASCAP), Los Angeles. CA 
Ait Rights Reserved 

Start Today 

Performed by Eel Out lay 
Written by Garda Biscuits 
Produced, Enpneeredand 
Mixed by Marlene 
Recorded at Electric lady 
Sludms, Hew York Gty 
CO 1989 Gordo Biscuits 

Suburban Home/ 
lift* Food 

Performed by 
Mung lock Sunday 
Written by Tony lombordo/ 
Id Stevenson 
Produced by hiking Bock 
Sunday and Mike Sapone 
Recorded and Mixed by 
Mike Sapone 


Taking Bock Sunday appear 
courtesy of Wvner Bros 
Records Published by 
New AJtanie Musk (BMI) 

Teenagers From Mors 

Performed by The Network 
Courtesy of Adeline Records by 
exclusive arrangement with 
Warner StrotogK Marketing 
Written by Gian Danrig 
Published by Evitve Musk 
(ASCAP). administered by Reach 
Global Inc Used by permission 
Al rights reserved 

Time To Escape 

Performed by Hot Snakes 
Written by Government Issue 
(John Schrotdor, Thomas Ostrow, 
Mike Fellows. Mork Alberstadtl 
Pioduced. Engimared. and 
Mixed by Gar Wood 
Recorded at Strange Sounds 
Published by 
Semblance Music (BMJ) 

Vendetta 

Performed by Mike V 
And The Rats 

From their CDCP The Days 
lyrks. Mike Vollefy 
Musk: Jason Hampton 


Wash Away 

Perfonnad by Alkaline Trio. 

Written by ISOL 
Produced by Brett Gurewtti 
Engineered by Pete Marine; 
Mixed by Mah Hyde 
Recorded ond Mixed al 
Sound QtyYon Nuys, CA 
Published by And There H Is 
There (BMI). admmslered by 
Wixen Musk Publishing 
end TSOI 

We're Only Gonna Die 

Performed by Bad Relrgwn 
Written by Greg Graffm 
Courtesy of Epitaph Records 
Published by Warner lanwrlone 
Publishing Carp on behati of 
PoJypTvr us Musk 

Who Is Who 

Performed by Dropkki 
Murphys 

Written by The Adolescents 
(Frank Agnew. lory 
Brandenburg, Steve Solo). 
Produced by Dropkkk Murphys 
Recorded by Dove Ikmca at 
Q Division Boston. MA 
Additional recording by 
Raymond Jeffrey 
Mixed by lim Siegel at the 
Outpost, Stoughton, MA 
Published by Bug Musk on 
behalf ol itself. American lesion 
Musk ond Adolescents pubkshec 
designee (BMI). 


Wild In the Streets 

Performed by the Circle Jerks 
Written by Garland Jeffreys 
©1973 Castle Hi Publishing 
ltd lASCAP)/Block And White 
Akke, Int (ASCAP)/ 
Administered by Bug 

Son el PeoH 

Performed by 
An Emfless Sporadk. 
Written by Andy Gentile 
and Zodt Ramins 
Courtesy ol andyTHPS 
Apartment Studios 

Search and Destroy 

Performed by Emanuel 
Written by Iggy Pop 
ond James Wilkomson 
Produced, Engineered and Mixed 
by Kevm Ratterman 
Recorded at Iht Funeral Home- 
lousvie, KY 
© 1973 James Osterberg 
Mirsx/Strnl James Musk (BMI)/ 
Administrated by Bug and 
EMI Musk Piddishmg 
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CUSTOMER SUPPORT 

Note: Please do not contact Customer Support for hints/codes/cheats; only technical issues. 
Internet: http://www.activision.com/support 

Our support section of the web has the most up-to-date information available. We update 
the support pages daily, so please check here first for solutions. If you cannot find an 
answer to your issue, you can submit a question/incident to us using the online support 
form. A response may take anywhere from 24-72 hours depending on the volume of 
messages we receive and the nature of your problem. 

Note: Internet support is handled in English only. 

Note: The multiplayer components of Activision games are handled only through 
Internet support. 

Phone: (310) 255-2050 

You can call our 24-hour voice-mail system for answers to our most frequently asked 
questions at the above number. Contact a Customer Support representative at the same 
number between the hours of 9:00 am and 5:00 pm (Pacific Time), Monday through Friday, 
except holidays. 

Please do not send any game returns directly to Activision without first 
contacting Customer Support. It is our policy that game returns/refunds must be dealt 
with by the retailer or online site where you purchased the product. Please see the Limited 
Warranty contained within our Software License Agreement for warranty replacements. 

Register your product online at www.activision.com 
so we can enter you in our monthly drawing 
for a fabulous Activision prize. 


Send correspondence for Tony Hawk to: 

Tony Hawk Fan Club 

1116 A Melrose Drive, #362 

Vista, CA 92081 

or visit: www.tonyhawk.com 
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S tin ware License Agreement 

IIM HI IMIS I'Hot,HAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW -PROGRAM’ INCLUDES THE SOFTWARE 
iNi IIIIH H WIIHI HIS AGREEMENT. THE ASSOCIATED MEDIA. ANY PRINTED MATERIALS. AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, 
m i an * ANI i All COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS BY OPENING THIS PACKAGE. AND/OR USING THE 
nil H .HAM YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC (‘ACTIVISION*) 

i imiimiu -,1 i ICENSE Activision grants you the nonexclusive, non-lranslerable. limited right and license to use one copy ol this Program solely and 
mi luiivnly tor your personal use All rights not specilically granted under this Agreement are reserved by Activision. This Program is licensed, not sold 
/mu llrxime content no title or ownership in this Program and should not be construed as a sale ol any rights in this Program 

i iWNI MSHIP All title, ownership rights and intellectual properly rights in and lo this Program and any and all copies thereot (including but not limited 
in any lilirr. compute code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts, artwork, animation 
muiimI*, musical compositions, audio-visual effects, methods ol operation, moral rights, and any related documentation, incorporated into this 
Program) are owned by Activision or its licensors. This Program is protected by the copyright laws o< the United States. International copyright treaties 
amt 11 inventions and other laws. This Program contains certain licensed materials and Activision's licensors may protect their rights in the event ol any 
violation ol this Agreement 

YOU SHALL NOT 

• Exploit this Ptogram or any ol its parts commercially, including but not limited to use at a cyber cate, computer gaming center or any other 
location based site Activision may otter a separate Site License Agreement to permit you lo make this Program available for commercial use; 

the contact information below 

• tied, rent, lease, license, distribute or otherwise transfer this Program, or any copies ol this Program, without the express prior written 
consent ol Activision 

• Iteverse engineer, derive source code, modily. decompile, disassemble, or create derivative works ol this Program, in whole or in part 

• Ftemove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

• I aimrt or re-export this Program or any copy or adaptation in violation ol any applicable laws or regulations. 

i iMHi li WARRANTY Activision warrants to the original consumer purchaser ot this Program that the recording medium on which the Program is 
if* mi ton will Im free Itom detects in material and workmanship lor 90 days from the dale ot purchase It the recording medium is found detective within 
•in iteyn ni original purchase. Activision agrees to replace, tree of charge, any product discovered to be defective within such period upon its receipt of 
iih. I'iihHk t |ui%uge paid, with proof of the date of purchase, as long as the Program is still being manufactured by Activision In the event that the 
•'•ugum •»' longer available. Activision retains the tight to substitute a similar program ot equal or greater value This warranty is limited to the 

.-"I'"U medium containing the Program as originally provided by Activision and is not applicable lo normal wear and tear This warranty shall not be 

•mh'Hi 4i>ic <n m i -.twill be void it the detect has arisen through abuse, mistreatment, or neglect Any implied warranties prescribed by statute are expressly 
.. in it* 'Mt day period described above. 

HHI'I A'. SI 1 FORTH ABOVE. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN. EXPRESS OR IMPLIED, 
•Mi INIHNI, ANY WARRANTY OF MERCHANTABILITY. FTTNESS FOR A PARTICULAR PURPOSE OR NON INFRINGEMENT, AND NO OTHER 
"I •‘HI M MAHONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION 

Wtwn iNluiMing the Program tor warranty replacement please send the original product disk(s) only in protective packaging and include: (1) a photocopy 
I ruin H ill (I -iir, receipt, (2) your name and return address typed or clearly printed. (3) a btiel note describing the delect, the problem!s) you are 

.Hinteuiig and Uni system on which you are running the Program. (4) it you are returning the Program alter the 90 day warranty period, but within 

r *Mi iMtN tfwi date ol purchase, please include check or money order lor $20 U S currency per disc replacement Note Certified mail recommended 

i" the It•■and to Warranty Replacements, Activision, Inc.. PO Box 67713. Los Angeles, California 90067 

i iMHAIIilN ON DAMAGES IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
l hum IhlVilhSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER 

i aii mil (Ml MAI I UNCTION AND. TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN 

' .. IHI POSSIBILITY OF SUCH DAMAGES ACTIVISION'S LIABILITY SHALL N(ll EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO 

H I llll*. PROGRAM SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE 
IM It NON DM I IMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES. SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION 
('I 11AHII11Y MAY NOT APPLY TO YOU THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS. AND YOU MAY HAVE OTHER RIGHTS WHICH VARY 
t III >M IIHtlSOICIION TO JURISDICTION 

ii HMINAIION Without preiudice to any other rights ot Activision, this Agreement will terminate automatically II you tail to comply with its terms and 
i nodilium In such event, you must destroy all copies ol this Program and all of Its component parts 

Ilf, GOVERNMENT RESTRICTED RIGHTS The Program and documentation have been developed entirely at private expense and are provided as 
i miMnwciai Computer Software’ or ’restricted computer software' Use. duplication or disclosure by the U S. Government or a U S Government 
nix mill actor is subject lo the restrictions set forth in subparagraph (c)(1)(h) ol the Rights in Technical Data and Computer Software clauses in DFARS 
.’V 227 7013 or as set lorth In subparagraph (c)(1) and (2) ol the Commercial Computer Software Restricted Rights clauses at FAR 52-227-19, as 
.ipulk-nTito Die Contractor/ Manufacturer is Activision. Inc.. 3100 Ocean Park Boulevard. Santa Monica, Calitornia 90405 

INJUNCTION Because Activision would be irreparably damaged it the terms ol this Agreement were not specifically enforced, you agree that Activision 
stiall be entitled, without bond, other security or proof ol damages, to appropriate equitable remedies with respect to breaches of this Agreement, in 
addition lo such other remedies as Activision may otherwise have under applicable laws 

INDEMNITY You agree to indemnity, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and agents harmless 
born all damages, losses and expenses arising directly or indirectly Irom your acts and omissions to act in using the Product pursuant lo the terms ot 
this Agreement 

MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior agreements 
and representations between them II may be amended only by a writing executed by both parties It any provision of this Agreement is held lo be 
iiiNiiilorceable tor any reason, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining provisions ol this 
Agreement shall not be affected This Agreement shall be construed under California law as such law is applied to agreements between California 
ii'-.iitentr, mitered into and to be performed within California, except as governed by federal law and you consent to the exclusive jurisdiction ol the state 
and tedmal courts in Los Angeles. California 

It you luive any questions concerning this license, you may contact Activision at 3100 Ocean Park Boulevard. Santa Monica. Calitornu 90405, 

I.HO) 255 2000. Attn Business and Legal Affairs, legal@aclivision.com 






